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Abstract 
     This research investigates whether videogame plays any role in reducing the inhibitions of language learners and examines the
effects of video game on students’ language ego. Ten people were interviewed to find out if there were any differences between 
language achievement within classrooms or videogames. Five of the interviewees had experienced learning the language through 
video games, while the other five were benefiting from classroom instruction only. Using video games, students subconsciously
suppress their inhibitions and this leads to facilitation of learning. 
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1. Introduction: 
     Computer games can provide a suitable vehicle for the teaching of certain subjects in a manner which can be 
engaging and immersive to students. Videogames are considered as one of the most eminent subcategories of 
computer games that have significant traits for facilitation of learning history, culture and language. What is more, it 
is claimed that they have a bevy of traits that are thoroughly in tandem with language learning namely, role playing, 
intrinsic and extrinsic motivation, automaticity, self-confidence, authenticity, anticipation of reward and so. It is in 
researchers’ zeal to underpin the veracity of the argument that there is a close correspondence between language 
learning and videogame. The very first step in this inquiry is taken by casting light on what a videogame is. 
Intriguingly, there is a plethora of definitions for videogame but few can aptly uncover the given term and its 
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characteristics. Then, videogame will be investigated psycho-linguistically and socio-linguistically to find out to 
what extent videogames are in line with language learning and acquisition. After that the role play, essence of video 
games will be scrutinized to understand how extensively videogames can immerse their players into its virtual 
world. Eventually the nuts and bolts of language ego and its idiosyncrasies will be dissected. 
 
2. Literature review: 
 
     The first issue is to capture a suitable definition for videogames. Woefully, there is no consensus about what 
videogame is among researchers. Hence, this article tries to elaborate on the most current and prevalent definitions 
within scholars. Videogame can be based upon a story. In most cases, it is, but sometimes not. Tetris (1985), for 
instance, considered videogame as a general challenge in which story is not mandatory. They are numerous methods 
for involving narrative factors in a videogame. Pearce (2004) connotation  of videogame is as follows: 
 
“The first and most important thing to know about games is that they center on PLAY. 
Unlike literature and film, which center on STORY, in games, everything revolves around 
play and the player experience. Game designers are much less interested in telling a story 
than in creating a compelling framework for play.” 
 
By consideration of abstract games like Qix (1981) and Tetris (1985) we can find out that all videogames 
should not be considered as story-based ones. He further expounded his view on simulations of systems that their 
designers have imagined. It denotes the fact that a videogame should always be considered as a virtual game, since it 
elements would not be manipulated in the actual world. 
 
     Theories of second language acquisition (SLA) should be considered as a stepping-stone toward the development 
and expansion of games and simulations for language learning. Among these, psycholinguistic inquiry concentrates 
on the internal mental processes in few of which optimal conditions can be nurtured. According to this account, SLA 
can be fostered whenever learners are actively participating in the process of reconstruction of their inter-language 
in goal-based communicative activities (Gass, 2000).These conditions can be obtained through being expose to 
comprehensible target language(henceforth TL) input and the production of, more specifically, altered version of TL 
output obtained through interaction (Long, 1985). This latter process, called negotiation of meaning (Long, 1996), 
involves the use of communication strategies such as clarification requests and understanding assessment. This 
process makes a connection between input, attention to L2 form, and output in a beneficial manner (Chapelle, 1997). 
Negotiation plays a pivotal role in facilitating the cognition involved in language development (Pica, 1994). 
 
     In spite of the fact that this version of SLA was ascribed to traditional classrooms; theorists have maintained that 
its central constructs can be highly applicable to computer-based learning contexts. Chapelle (2001) maintains that 
utilizing computers in learning is a suitable approach when it is contingent upon the use of real-world 
communicative tasks. In the context of game-based and simulation-based learning, theorists have claimed that 
computers can support language learning in a couple of ways. Firstly, users of both games and simulations are 
involved in purposeful task-focused interaction and are exposed to a great deal of TL input. Most of this input 
becomes comprehensible through the feedback that occurs between learners and their interlocutors (Garcia- 
Carbonell, Rising, Montero, & Watts, 2001). Besides, in network-based games and simulations, learners are 
frequently involved in real-time exchange of meaning such as interacting with other language learners in target 
language. This process can lead to the production of the modified version of TL output and ultimately can enhance 
the development of communicative competence (Peterson, 2005). The contexts provided by games and simulations 
not only offer extensive opportunities to use TL, they are also highly learner-centred (Ang&Zaphiris, 2006). 
Research indicates that this boosts learners’ motivation, participation and enjoyment (Baltra, 1990). The degree of 
control exercised by learners, can be accompanied with the anonymity provided, may reduce the influence of 
affective variables such as anxiety and low self-confidence that slow down learning in teacher-centred classrooms 
(Krashen, 1985; Warschauer, Turbee & Roberts, 1996). 
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2.1. Sociocultural Research: 
 
     Another cognitive perspective in language learning that has been considered as a potential stepping-stone toward 
the development and expansion of game and simulation-based CALL is designed by socio-cultural theory. Within 
this body of work, the attention –seeking issue is the social nature of SLA processes that can facilitate learning 
(Lantolf, 2000). This perspective draws on the work of Vygotsky (1978) and assumes that a number of constructs 
play an integral role in learning languages. Most importantly, of this account is the concept of mediation, the process 
in which higher mental activities are fostered by taking advantage of social interaction involving the use of tools. In 
this perspective, language and computers can be considered as mediating tools which help learners to acquire 
language by benefiting from interaction with more knowledgeable peers (Donato& McCormick, 1994; Meskill, 
1999). Language acquisition can be facilitated by participation in collaborative dialogue involving creation of the 
TL. This kind of interaction is supported by peers (known as scaffolding) is in line with the notion of Zone of 
proximal development. This concept is defined by Vygotsky (1978) as: “the distance between the actual 
developmental level as determined by independent problem solving and the level of potential development as 
determined through problem solving under adult guidance or in collaboration with more capable peers”( p. 86). In 
this trend of learning, learners can accomplish different functions that they were unable to accomplish by 
themselves. Researchers have considered network-based games, for example, cater  an enticing and engaging 
atmosphere which is optimal and rich  context to be exposed to the TL, they further maintained that this kind of 
learning can help learners to access with ample opportunities to enhance their L2 competency through collaborative 
TL dialogue with peers (Ang&Zaphiris, 2007). What is more, it has been claimed that online gaming communities 
and simulated network-based virtual worlds enhance the motivation for TL interaction that underpins the 
development of autonomy (Ho &Crookall, 1995) and kinds of experimentation such as play (Stanley & Mawer, 
2008). Network-based games also create room for TL socialization based upon collaborative goal-based social 
relationships that operate outside the restrictions of institutionalized learning contexts (Thorne, 2008). 
 
2.2. Language Ego   
 
   In language classrooms,the quality and degree of communication between students and teachers is profoundly 
influenced by whether students can connect to the new setting or not. This requires students to stamp on 
psychological barriers or boundaries that they encounter while communicating in the classroom. Boundaries 
between “ourselves” and “others” – between “us” and “them” (Hartman, 1991) is one of the factors that hinders 
communication. As Galetcaia (2008) rightly puts it “the boundaries of the mind can form barriers between our 
original cultural and linguistic backgrounds and those of the new country”. One of the rarely provided places where 
EFL learners can rehearse English is the context of the classroom. This context differs with the outside world in 
terms of both culture and language. The only language that is of any avail for the students outside the classroom is 
their mother tongue. Students can fulfil their needs with their first language. However, inside the classroom the 
medium of both instruction and communication is L2. Students are required to express their thoughts through using 
the target language. These differences lead students to feel a wide array of emotions; anxiety, fright, confusion, 
embarrassment, disappointment, aversion, in short deep emotional discomfort (Arnold, 1999; Gardner & Lambert, 
1959; Povlenko, 2005; Valdes, 1986; cited in Galetcaia, 2008). These feelings of discomfort sometimes lead 
learners to build up a wall of inhibition in classes to protect their ego. These psychological barriers can be resolved 
only if students figure out a way to sort out these inner conflicts. Galetcaia (2008) suggests applying simultaneously 
different selves in different contexts. To put it simply, language learners should create a new self in the classroom 
based on the characteristics of that new environment to increase their chances of success. They should adopt 
changes and develop a new identity that is compatible with the context of their classroom which is linguistically, 
culturally, and academically new (Galetcaia, 2008). This means that every human being can apply “multiplying 
masks” that are not “neither completely true nor completely false” (Kristeva, 1991, p. 6).  
 
     Hartman (1991) has distinguished between two types of ego boundaries; thin and thick ego boundaries. Those 
having thick ego boundaries are firm, defensive, vulnerable and possessive, whereas those with thin ego boundaries 
are fluid, flexible, adaptive and interactive. It can be inferred from Hartman’s approach (1991) that people with 
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thinner boundaries might be more successful in language classrooms, because they are more flexible and tolerant to 
ambiguities. Erham & Oxford (1993; 1996) concluded that the thick boundary students are disadvantaged more than 
thin-boundary ones are advantaged. 
 
     It goes without saying that language plays a crucial role in the development of ego and self. Ego has been defined 
by Freud (1962, p.7) as a proxy which mentally “supervises all its own constituent processes and which goes to 
sleep at night, though even then it exercises censorship on dreams”. If one’s ego reckons the fact that one’s tackles 
with the outside world as stressful environment, it will build up a defensive filter against them. This defence is seen 
as “the major impediment to self-development” (Galetccaia, 2008). Guiora was the first who came up with the term 
language ego. It is defined as the linguistic constituent of ego. In his work, Guiora et al (1972) administered low 
doses of alcohol and valium to reduce inhibition within learners. They noticed that low doses of alcohol and valium 
resulted in better pronunciation within learners. 
 
3. Methodology: 
   The participants of this study were ten Iranian EFL learners who were categorized into two different groups. The 
first group contained five students who had a tremendous experience of learning English through traditional 
classroom, while the five participants of second group had experience of learning English through videogame. Both 
groups were interviewed based upon their prior experience in order to find out whether these different experiences  
of videogame can play any role in the facilitation of language achievement or not. 
 
4. Data analysis: 
 
     The interview questions of each group were classified into four different themes for the facilitation of 
interpretation. What is more, researchers provided the key ideas of each participant in accordance with that specific 
theme. 
 
4.1. Traditional classroom and language ego 
 
4.1.1. Theme 1: Pattern of personal response to the new social and linguistic setting    
 
    A point that can be noticed in the comments of almost all of the five participants interviewed regarding the 
characteristics of classrooms is that they felt a sense of fear in the classroom. Some attribute their fear to making 
mistakes in front of fellow-students and teachers. In reaction to this fear, different learners adopt different strategies 
to protect their ego. For example, Navid decides to lower his voice so that his classmates cannot hear what he says. 
Navid: “I believed that the new language has many advantages, so I started to learn a new language.  At first I was 
fine, but after a moment I was not the same person I frequently had to lower my voice so that other students could 
not understand my mistakes”. Similarly, Reza maintains that:  “learning a new language is so interesting, but mostly 
I was afraid of making mistakes in the classroom. Consequently, I preferred to use my native language in the 
classroom”. Sara adds that: “I always had a positive sense toward learning new language. However, classroom was 
not the right place for me because I was afraid of not only being mocked but making mistake. Moreover, I felt that 
cultural differences were mostly ignored due to lack of time”.  
 
     It goes without saying that learners get familiar with different aspects of the target culture while learning its 
language. In Iran, due to some religious and cultural views, teachers are not allowed to introduce some aspects of the 
target language in detail. Therefore, many language textbooks are censored to meet the cultural and religious 
criteria. This censorship makes many of the learners frustrated. 
 
     Sima states that: “I was very interested in learning second language and I heard that learning a new language is 
learning a new culture. Nevertheless, rarely our teachers spend any time for explaining this new culture which made 
me frustrated. Also, I was afraid of making mistakes in the presence of teacher and peers, so I usually took 
advantage of my first language”. Parviz adds that: “I loved to learn a new language, because not only it is a 
prestige but it is a necessary for an educated person. However,   after a while I was disappointed because of its 
atmosphere. It was boring for me.  I would love to learn a new culture, but classroom was not able to satisfy my 
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needs so mostly I had to search everywhere to find these differences”. 
 
    The cultural differences should be familiarized appropriately, and language should be taught in stress free 
environment to motivate students to express themselves as much as possible. 
 
 
4.1.2. Theme 2: Perception of culture of the target language 
 
    As mentioned cultural differences that exist between American and Iranian culture has made many Iranian 
syllabus designers censor many parts of language textbooks. In these textbooks, topics such as drinking, going to a 
nightclub, girlfriend/boyfriend concept are changed and censored to meet Iranian cultural and religious criteria. 
Moreover, lack of time can be another factor affecting the introduction of the target culture. Reza: “Classrooms are 
unable to show cultural differences appropriately, due to the fact that they do not have enough time to uncover 
cultural differences”. Sara says “I was afraid of teacher, peers and class atmosphere to express my ideas regarding 
cultural differences. Also, teachers usually were advocating their own belief, and they were trying to brainwash our 
beliefs with their own ideas”.  Sima maintains that: “one of the primary purposes of me for learning a new language 
was learning a new culture, because I believed that by learning a new culture, my character can grow up. However, 
after a while I understood that I should use another way for learning these cultural differences”. In a similar vein 
Parviz adds that: “I always searched to find out the cultural differences and most of the time they were in sharp 
contrast with what was told in the classroom, so I lost my faith in the classroom. Then, I just considered class as a 
boring job that I should do. Navid also says that: “One of the main advantages of learning a new language is their 
cultures which were one of the main motives why I started to learn a new language. However, rarely any time was 
allocated for these cultural differences in our classrooms, so I preferred to use other ways for learning these 
cultural differences. 
 
    Classroom is unable to delve into cultural differences and usually students are not allowed to find out cultural 
differences appropriately because of different factors namely, lack of time, knowledge, and cultural and religious 
criteria. 
 
4.1.3. Theme 3: Impact of language learning on perception of self 
 
    Language ego, as a protective filter whose job is to preserve the core of personality at all cost, sometimes hinders 
the process of language acquisition. Due to lack of knowledge and familiarities with how things work when learners 
get involved in a new task or context, they feel a bit stressed out. This is because they have not yet developed the 
identity compatible with the new environment, thus; they mostly do not feel confident. As they make headway 
toward mastery of more elements of the target language, they have become more confident of their capabilities. 
Thus, they can cope with external factors that used to result in their anxiety in the classroom.  
 
Reza says: “I was afraid of making mistakes in the classroom, because mostly when I made a mistake I felt 
disappointed”. Sara adds “I benefited from any possible strategy to not talk and make a mistake because I was 
always cared about my self- confidence”.  Sima states that “ I truly felt an inside feeling which often slowed down 
my improvement in second language because of  not only cultural differences but stressful teachers, peers and 
classroom. Also, I was afraid of making mistakes and losing my face”. Parviz maintains that: “I chose to learn a 
new language to boost my self-confidence, but whenever I made any mistakes I was disappointed and it took me a 
while to regain my self-confidence. This was a big obstacle which did not let me progress as I was supposed to”. 
Navid says: “I was afraid of making mistakes in front of peers,not teachers, so I spoke with a lower voice so that just 
teacher could understand my mistakes. Besides, I frequently had stress in classroom which de-motivated me and 
slowed down the process of my language achievement” 
 
    In all, language ego can be felt in more stressful situations, and when there are lots of discrepancies between L1 
and L2, it seems that either the classrooms’ method should be changed, or a new way should be utilized to help 
learners develop an identity compatible with the language classroom. 
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4.1.4. Theme 4: Impact of language learning on perception of general personal development 
 
    Identity is one of the facets of personality. Personality is defined as the way we react to particular external 
behavior or situation. As learners develop their new identity in second language classrooms, new characteristics start 
to come up within learners as part of their personality. When got asked about what characteristics started to develop 
within our participants while learning a second language, they gave somehow similar answers. Reza said: “After 
learning a new language, I am more pessimistic person. I think cultural differences should be taught appropriately, 
and classrooms are not the right place”. Sara answered: “Second language taught me to be a more open minded I 
prefer to understand differences appropriately and then choose whether to benefit from them or not”. Sima stated: 
“Second language had a tremendous impact upon my behavior, after learning a new language I am more open-
minded person. I believe that classrooms are not an appropriate place for learning a new culture”. Parviz replied: 
“I truly praise the culture of my second language I learn most of my information by searching a lot out of the 
classroom”. 
 
    Moreover, Showing L1 and L2 differences appropriately can ease the process of learning. Also, teachers should 
dwell on the positive differences. Some of these differences can be considered as a stepping stone toward the 
development of second language ego. 
 
4.2. Videogame and language ego: 
 
4.2.1. Theme 1: videogame and language learning 
 
    Our participants, who were interviewed regarding different facets of videogames, enumerated different 
advantages of using videogames. Some, like Hadi, think of videogame as a tool with which discovery learning can 
be fostered and therefore long-term retention of linguistic elements achieved. Hadi : “I prefer  videogames because 
it provides voluntary and concise instructions. Also, it is kind of discovery learning that have more retention. 
Sadegh regards videogame as an instrument that can enhance language learning because of appropriate 
contextualization. He emphasizes the creativity-fostering aspect of videogames. Sadegh: “I believe that videogame 
is a good way for learning second language, because it provides a contextual learning. Also, it fosters my sense of 
creativity”. Saleh claims that videogame is a great tool with which learners’ motivation, to both learn a new 
language and to finish the game, is augmented. Saleh: “Videogame is a good way for learning second language, 
because it gives me motivation to not only continue playing, but learning a new language”. Farzad points 
to“authenticity” aspect of videogame. According to him, videogame provides its players with both contextualized 
and purposeful language which is provided for learners in forms of instructions and dialogues which are recorded by 
native speakers of English.  Farzad: “I feel that teacher whose speaking is not good can make me de-motivated and 
also can slow down the process of learning second language, so I use videogame which is spoken by native 
speakers. It is also a real life task that can be encountered in real life situations. Finally Farhad adds that “I like 
videogame due to the fact that it provides a real life situation for me to participate in, Besides, I can play the role of 
the games’ character and do different things in that given situation. 
 
   This section was to inform the reader that videogame can cater handsome factors for fostering second language 
learning, namely, motivation, authenticity, concise and voluntary instruction and discovery learning. 
 
4.2.2. Theme 2: videogame and new identity 
 
    It can be inferred from Hadi’s comment that videogame does not pressure its players with any stress or identity 
conflict. That is why the players even accept to take on a new identity while playing a game. Hadi: “I prefer 
videogame because it gives me motivation an enthusiasm. Moreover, videogame and its atmosphere is stress-free 
and makes me accept the role as soon as possible”. Sadegh rightly asserts that completing each mission contributes 
to augmentation of self-confidence.  Sadegh:“I like videogames due to that fact by completing each mission I can 
boost my self- confidence”. Saleh points to another aspect of videogame. According to him, failure in completing a 
mission does not contribute to the feeling of embarrassment. On the contrary, a simple mistake in the classroom may 
lead to lose face in front of fellow-students. Saleh: “I really love videogame because it is not boring like classroom. 
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It gives me motivation. Moreover, during failure I do not lose my face”. Farzad points to one of the most important 
advantages of online videogames which is players’ anonymity. This reduces stress within learners and leads to better 
learning outcomes. Farzad: “repeating a videogame is not as monotonous as classroom. Also, during failure period 
I can be anonymous and during successful period my identity can be revealed”. Farhad: “Videogame provides a 
stress free environment in which I can display my real performance and there is no unfamiliar person in there from 
whom I afraid.” 
 
    In conclusion, videogame can secure players identity during failure period and provide motivation. Also, it is not 
stressful, in addition, repetition of videogame is not as tedious as classroom. 
 
 
4.2.3. Theme 3: videogame and its psychological contributions 
 
    Videogame is believed to provide learners with a stress-free environment which, in turn, boosts creativity within 
learners. For example, Hadi says that “I Prefer videogame for making mistakes in front of my friends is easier than 
is in front of peers or teacher”. In addition, Sadegh asserts that “In speaking online with my friend, I can 
concentrate on both accuracy and fluency, while in classroom accuracy draws my attention”. Saleh maintains that 
“Videogame fosters creativity. Without creativity,many levels cannot be accomplished. Besides, it gives me an 
immediate self-confidence and motivation”. Farzad says “Videogame provides immediate self-confidence which can 
boost the performance of the player step by step. Also, immediate self-confidence helps players to accomplish 
harder levels”.    Farhad points out that “Videogames provide a stress-free atmosphere in which players can express 
themselves as much as possible. What is more, they largely concentrate on their language fluency rather than their 
accuracy.” 
 
    From all of the above comments, it can be concluded that a videogame facilitates learning through creativity and 
makes us focus on both accuracy and fluency. Moreover, it gives us an immediate self-confidence which is 
fundamental for accomplishing bigger pieces.  
 
4.2.4. Theme 4: videogame and Feedback 
 
    Another aspect of videogame that needs to be taken into account has to do with the type of feedback students 
receive to finish each stage of the game. Videogames mostly provide the players with both immediate and private 
feedback to help him/her accomplish the mission. Videogame deemed as a great instrument with which principles of 
task-based language teaching can be implemented. Therefore, each stage of the game (online) is like a task. The goal 
in each level is to finish each stage successfully. To facilitate that, each player is given feedback about the quality of 
their performance both immediately and privately. If learners intend to achieve the final goal of the game, namely, 
completing the mission, they need to know and understand the instructions and feedback written in the lower part of 
their monitor. These instructions and feedback are mostly in the form of words. Here is participants’ statement about 
feedback types. Hadi: “I believe that videogame has many traits that cannot be found in classroom. For instance, it 
gives you feedback immediately to help you accomplish the mission. Moreover, you do not lose your image because 
the feedback is given to players privately”. Sadegh: “I don’t like to lose my face, so I prefer private feedback which 
can be found in videogame. Also, it provides immediate feedback which can foster motivation for player to try 
harder”. Farzad: “private feedback in videogame is very important because do not allow learners to be 
disappointed and give them enough motivation to try again”. Farhad: “videogame has lot of advantages one of 
which is private feedback by which learners don’t afraid of making mistakes and dare to speak freely and 
understand most of their problems, because there is no stressful situation in which learners avoid speaking.” 
 
     Videogame provides a situation which is in line with flow theory that keeps you between boredom and 
enthusiasm which according to scholars’ belief is the optimal state that keeps learners to try as much as possible. 
Videogame offers both immediate feedback and private one which can be deemed as an integral aspect for 
facilitation of language learning. 
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5. Conclusion: 
    Three decades ago, Videogames were just used to entertain people. As time passed by, videogame designers came 
to the realization that there is so much more to videogames than just entertaining people. They realized that many 
principles of language teaching can be included in videogames. Since the demand for a tool with which language 
learning would be enhanced rose, videogame designers decided to meet these demands by creating videogames 
which were both immersive and helpful to language learning. In this paper, we enumerated some of the reasons why 
videogame should be included as one of the tools which help to foster learning new languages. It is believed that 
videogames embrace a host of   traits that are thoroughly in tandem with language learning namely, role playing, 
intrinsic and extrinsic motivation, automaticity, self-confidence, authenticity, anticipation of reward. By referring to 
the data analysis of this study, it can be inferred that videogame has a pivotal role in the reduction of language 
learning barriers and hence enhances language learning. Moreover, it provides handsome rooms for language 
learners to boost their communicative skills in a stress free environment.  
  
    In this study we propound that, since task-based language teaching has come into vogue in recent years and 
intriguing enough, videogame by itself is a kind of task, syllabus designers should call for creating videogames that 
can help language learners not only to practice previously taught material, but to learn new linguistic elements easily 
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